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ЕЩ fighting game pro, Ben Cureton hastmastered almòst every AA 
ЧУ р сар наў СЦ А 
|" "Fighter series; к looking for something new. Newer fighting games arrive 
| аш, with exception of Weapon Lord and Mortal Kombat, nothing spatked hi 
сос Tekken. When Tekken was first released in Japan, Ben was instantly ; 
| Bemdropped everything and began to play. Now, he’s one of the g test ; 
all time. Witlt üther video game interests including Ridge Racer, 4 
1 Battle Gaiden, Ben pulled out all the stops to help bring 
ategy books ever! Now currently playing Tekken 2, he / % 
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video games. (Unless he runs outta dough!) % 

А МУ ДАНА 
DAN MIUENER Se Se 77 Т з 
| «РОД СС fighting, game prowess comes as no surprise—he's been playing since ч 
pi \ |. the Karate Chámp and Ye-ar Kung-Fu days. Always attracted to the weird charac- = 


M 5 ters of every fighting game he аз ever played, Dan has made it an art to destroy 
Гаа ў ЕА serappers, He has been known to-play a mean Banc, RATA 
Blanka, and Küng Lao as well. Now playing Ganryu and Kumma, he has 23 pu 





]| lem squashing people who cfioose-to fight with the "regularsz" With other TM 

ТТС ТТТ И INN Racer, Mortal Kombat, TetrisBattle 

А Gaiden, and Tekken 2, Dan sta edup many nights researching Tekken in ofder to 
"make sure a strategy NM Now degprinto Tekken 2,-Dan 

might never leave TS У. Е 
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KING OF THE 
зв w IRON Fist! 


For those who have been waiting for the ultimate Tekken strategy book, your 
wait is finally over. In this book, you'll find everything you need to know to 
become one of the Elite Tekken Masters—who are virtually unbeatable. For the 
select few who have the desire to join these ranks, your training begins and 
ends within these pages. Written by two fighting game masters, nothing 
has been overlooked. Months of research and months of gameplay 
have all been plowed through just to arm you with raw Tekken 
power! Read and you may become ... “The King of the Iron Fist.” 


TEKKEN 
CHARACTERS 


MAIN FIGHTERS 
Kazuya Mishima 

Paul Phoenix 

Marshall Law 

Nina Williams 

Jack 

King 

Yoshimitsu 

Michelle Chang 


The main characters are always selectable in either mode. There are 8 selectable characters to 
choose from, and each of them has a different ending. You'll probably find one or two charac- 
ters who you like to play more than others. Once you've mastered your favorite character's 
moves, try a new fighter—or look for the sub-boss most like your character. 


SuB-BossEs 


> P Jack 

та Armor King 
Wang _ у Ganryu 
Anna Williams Kunimitsu 


令 


















The sub-bosses can be played when 
you defeat the game by selecting 
one character and playing to the 

end. Once you pick a character, 
you can’t switch to another one. 
The best and easiest way to get 
a sub-boss is to go into the 
Options menu and select the 
Easy difficulty setting. Then, 
select 1-round bouts. Once 

ү you finish the game, you'll be 

а able to select that character’s 

sub-boss in cither single or 
vs.-player mode. 





FINAL Boss 
Heihachi 


Heihachi is the final obstacle in the game. To play as ò. - 
Heihachi, you must defeat the game without losing ў 
once. You can do this with any 
character, but you can't continue. 
The best and easiest way to get 
Heihachi is to go into the Options 
menu and select the Easy difficulty set- 
ting. Then, select 1-round bouts. Once you finish the 
game without losing, you can select Heihachi. 


SECRET CHARACTER 


Check out the Secrets section of this book to 
find out how to access the secret Boss. / 











USING THIS BOOK 


This section explains the meanings of all the abbreviations and symbols used throughout this 


book. The general fighting tactics that 


are common to multiple characters are also discussed. 


Reminder: All moves are written assuming that the character is facing to the right. When facing 
to the left, simply mirror left and right commands. 


_ TERMS & SYMBOLS 





LP Left Punch pon 
RP Right Punch ” “ 
AK mp, Left Kick ee 
7 б de mr mi, っ 
RK Right Kick E 
>) Tap the Direction key in that direction. 
са 
> Hold the Direction key in that direction. 
Р ーー —.. Pausefora split second between move- 
“ments and/or-button presses, NOTE: This 

doesn't mean pressing the! start button 
to pause. E || 

A Links movements and/or button presses 
made in succession. 

+ Links movements and/or button presses 


Special Moves 


Variations 





"d 


made simuitaneousiy. > 


Movements or attacks unique to a partic- 
шаг НЕһіег. у 


interesting variant Moves or attacks 
"derived from a Special Move. 


m 








Throws and Grabs 


Continuations 


XX% Damage 


Brutal attacks performed while standing 
close to an opponent. These maneuvers 
cannot be blocked, but ducking into the 
crouched position is one method of avoid- 
ing them. 


Painful “add-on” moves that some charac- 
ters perform during a particular Throw or 
Grab. These maneuvers must be per- 
formed after the player (you) executes the 
original Throw or Grab, but before the char- 
acter finishes performing the original 
Throw or Grab. p 


The percentage of the entire health meter 
that is eliminated by a specific attack. 
Some attacks that hit more than nce will" 
inflict varying degrees of May 


» 








| Running => > => 
| 5 Е р (Will Tackle Opponent Upon Contact) 
| Dive LP + RP 
| “ (While Running) 
| slide Kick RK 
(While Running) 
| .Leaping Side Kick LK 
| (While Running) 


~ Note: Some characters cannot perform certain dashing attacks. 
MU -  Acrushing blow to a fallen en 
a 


a 
Tre 5b. 2 ^ € 
d һм РИ га r 
jghter’s method for up froni the 


ground. Perform these moves while lying on 
__ the ground. Master the recoveries soon, and 
use them generously. emini 





Stand Por Yor LP or RP 





Roundhouse an 
| Forward Roll ») (Can Be — With IE. 
| Backward Roll € (Can Be Followed With Either Kick) 
| . Spring Kick LK + RK ыр i” 





Rolling Dive 








Rising Attacks A Rising Attack is performed while the 
character is rising from the crouched 
position—but before they stand fully. 
Once mastered, Rising Attacks are quick 
and deadly. 


Combo A chain of attacks linked together, allow- 
| ing a fighter to inflict major damage with 
multiple hits. Some combos will seem to 
“juggle” the victim in the air—not allow- 
ing them to defend once the first hit con- 
nects. қ 


10-Hit Combo Almost every character in the game has a 
10-Hit Combo. These combos take some 
` practice, but mastering them will almost 
ensure victory. All 10-Hit Combo$ have * 
pauses spread throughout them, whi 
ж” must be observed. Once yoıf'get the tim- 
ing down, you'll be pulling off the 10- 
3 Hitter consistently. 











GAME OPTIONS 





| Тест МОРЕ 


In Test Mode, you can customize your game to your liking, change your controller settings, save or load a 
ПР E difficulty and time settings, and also view saved records and times. 








| M ручая — 





DIFFICULTY 


There are 5 difficulty settings to choose from: Easy, MediumyHard, Very 

Hard, ‘and Ultra Hard. The default setting is Medium. Tekken beginner 

"should stick with Easy or Medium. Pros shuld go with the more diff 
cult settings. ~ x 





FIGHT COUNT 

You can choose how many rounds you must win to be victorious. I 
can be set from 1 to 5 rounds. When set at 1, matches are over ver 
quickly. To play against a friend, set it on 4 or 5 to be fair. 


ғ 


| е 
| PI ROUND TIME уе à 
| т You can choose the time limit for A bout: 20 seconds, 30 seconds, 4 
| || seconds, 50 seconds, 60 seconds, and unlimited time. When set to 20 se 
| | | onds, you won't have much time to do anything. Unlimited time makes sul 
|- | you win by power and,skill—not by running'Out of time. 
に 1 ) Ч с 
| 4 | є > # 
| à А ۴ 
a = 








SPEAKER QUT 


Select either Stereo or Mono depending on what is available 
with your television. 


B.G.M. SELECT 


Here, you can select the original Tekken Arcade music, the 
` newly arranged music for PlayStation, or no music at all. 





ақауы 


|| レー г 2P GAME WINS yè 
а. а You can choose the number of wins to be shown with Fruit 
5 ut Numbers. If you select Fruit, strange shapes will appear 
4 ; > instead of fruits after you win 8 matches. a に 
| \ 5 
a \ = e 
( “ai 
PR 
EF- 


PA 
CHARACTER, ELI 


CHANGE 


1 г ый 
This allowsyon to choos 


whether you can change char- 


acters if you.lose in Arcade- є 
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RECORDS OPTIONS 


TIME RECORD 


View the fastest win times, the players’ initials, and the 
characters they played. 


2P GAME WINS 
View the highest'win records for each character Played 
. in Arcade Vs. Play Mode. E 

à pè И 
Гох. Че 
View the most selected characters and the percentage they have 
been chosen. 


У 


OPTIONS- 


CARD SAVE 


Here, you can save your game settings, records, and all the spe- 
cial characters you have obtained. 


ES 


» 


ge” 


CARD LOAD 


If you didn’t turn on your system with the nfêmory cárd inserted, 
insert the card and select this option to load the:card's data. 










































azuya is the oldest son of Heihachi 
tishima. Powerful punches and 
ghtning-fast kicks make Kazuya the 
ighter of choice for many Tekken masters. 
azuya's juggle techniques can eliminate 
тозї апу opponent inside a few sec- 
«ds. To become great with Kazuya, 

ou must have the time and 

atience to learn each of 


is special arts—and е j 
e able to use them Маз ёк vié 
Гапу ііте, T 


ne of the 

ost aggressive 
saracters in the 
ame, Kazuya is 
most unbeatable 
the bands of a 
slled Tekken player. a 


VITAL STATS 


AGE: 26 

HEIGHT: 181см 

WEIGHT: 76KG 

BLOOD TYPE: AB 

FAVORITE THING: His FATHER'S HATEFUL Looks 
Новву: COLLECTING SNEAKERS 
CAREER: INDEPENDENTLY WEALTHY 


FIGHTING STYLE: MISHIMA-STYLE KARATE 





SPECIAL MOVES 






LEFT RIGHT ‘COMBO 






















LEAPING SIDE KICK 





ad A 


ジリ 


KAZUYA MISHIMA 








FORWARD. FLIP Kick 





DEMON SLAYER 


J 
} RP RP 
; RP, RF 















MM РЕНО СЕ 
Р RK 














EIL SI EET 














^c AME 
1xo-Hir COMBO 





| е = 





Kazuya’s 10-String @ombo nm" an opponent blocking. When 
you randomly cut off the end of the 10-String, your opponent will usually still be 
| blocking. This leaves you with another opportunity to throw them. 








ADVANCED FIGHTING 
"TECHNIQUES 


The most useful move in Kazuya's arsenal is his Double Uppercut. This move is excellent 
because when it connects, it pops your opponent into the air and gives you the chance to inflict 
major damage with a huge juggle combo. When playing against someone that always attacks; 
. simply back away. Then, when you sense an attack'doming on, use the Double Uppercut tg” 
counter. PENES 3 
By using only the first part of Kazuya’s Double Spin Kick, you can keep your oppomefit blok 
ing, which will give you a chaneé to throw them. Always look for chances catçh your oppo- 
nent with a quick Hip Throw or DoubleHigh Sweep. Ф. に 
A dy „е gefVour opponent to walk intó some damage is.to.simply crouch: When yoi 
орропет рев too close and tries to attack, just aw the Tsunami Kick, ànd they Wa 
„have time to back away. 一 - а 
so With Kazuya, yo can almost always keep your opponent at bay with the Rising Uppercut. If 
you stay out of their range of aftack.and quickly execute the Rising Uppercut when you see 
them advance, yotrll pop thi into the air—unless they’re extremely quick with a block= 
and set them up for a giant mi = > ai 





















PAUL; 




















Т жән 
NI 
Unpredictability describes the ーー 
fighting style of Paul Phoenix, At = 
any given moment, Paul can 
шпіеазі а деадЇу Баттаре ої 
bigb-damaging attacks that 
seem to come out of 
thin air. Paul's , 
pounding A 
Hammer Punch, ~ 
combined with چ‎ v, 
bis Heavy Power 
Punch, almost seem too powerful for 
one character to possess. A hot- 
blooded, well-trained American 
Kickboxer, Paul bas no trouble 
defeating lesser-trained 
opponents. He previously 
fought Kazuya to a 
draw and considers 
АЙ 
rival. 
VITAL STATS 
| AGE: 25 
| HEIGHT: 187см 
| WEIGHT: 8iIKG 
| BLOOD TYPE: о 
| FAVORITE THING: PIZZA 
| Новву: RIDING MOTORCYCLES Am 
| CAREER: UNEMPLOYED BODYGUARD/ A Va x 
STREET FIGHTER = DE 
| FIGHTING STYLE: Торо Y : LA 





"SPECIAL MOVES 






LEFT RIGHT -ComBo 








СЕЗІ е өл ANVAY 


Nm 


uw 








JAB-ROUNDHOUSE 


») LK, RK 16% 12% 





NI ») »? LK, ВК, ЙК 16% 12% 12% 
EN + з t pm а” る 
| =) =) ЦК, ВК >) ВК ЕРТЕДЕН 
У қ x FA 


>) >) ик, вк 4 вк 16% 12% Di NM 


сылау... ы 








` NN THROWS AND GRABS 
(WHE CLOSE) 






\ 


а SHOULDER PoP 








®» AN 


| OVER THE SHOULDER 




















5s RP, Walk In, LP LP =} RP $ 


ВЕ ТЕ. 








xo-Hir COMBO 








E first 3 3 bits of P of Piiul’s 10-Hit’Gombo.can,be very helpful when you find your- 


self needing some space. As your opponent р М quickly execute thg, firstê 


| bits, and you'll smack them with some fast, unblockable damage. 





ADVANCED ON 


STRATEGIES 


4 “The most useful move in Paul' arsenal is his Hammer Punch. It has excellent range and gres 
| potential for combos. When used correctly, it can smash oncoming opponents and make them 


keep their distance. When you see your opponent advancing, quickly use the Hammer 
Punch/Power Punch attack to push them away. Het, they-have only two choices: block ast 
be pushed back, or lose 36% health. DET 


Another good move is Paul's Front Scissors-Kick. When used aggressively, y you can^forCe your 


opponent to constantly second guess which way they should block. After a Front Scissors Ki: 
j youcan attempt a throw or^áttack low. Eitlier way, your opponent cant always be’fight, and 


you will eventually strike where they’re not blocking. 


Paul’s Hop Kicks are helpful when you find youfself away from your oppofient. e. 
they.bring you closer to your enemy, they-can ка setup a massive damage juggle combo. If 
only the second hit connects, your opponent will be popped into the air-and be ready to 
receive a smashing Hammer Punch/Power Punch follow-up. Don't add on the third kick if th 
second one connetts. If your opponeñt:blocks both of the first hits, yol,can simply add on th 
third and place it high, medii to confuse them further. ~ 












 -iary dragon master, Law works in 
se restaurant while dreaming of 
chis own martial arts school. On 
le, Law doesn't inflict a great deal 
ge. He is, however, an excellent 
-+ for the begining Tekken player. His 
os are relatively easy to.learn as are 
~ectal arts. Combined with his 
 verage speed, Law catt be a dan- 
opponent to almost any character. Е 








VITAL STATS | 








a Yener” 


LUNGING SIDE KICK 





























Ne. JL 


EN 
















RUNNING SIDE Kick 


>) >) >) LK 


CHARGE POWER PUNCH 


T e. М 
P (T T To Cancel) 


blockable) 











THROWS AND GRABS 
(WHILE CLOSE) 


























N 


IO-HIT ComBo 


LP, RP, P, RP, LP, LK, P, LK, LK, RK, LK, RK 
















* chance tó inflict.major damage. 


Law‘ 10-Hit Combòjis a good'way-to.get close to your opponent ODA 
ning. When you perform the first 3-6 hits, they'll think twice before attempting to 


| attack you. Then, you can sneak in with a surprise throw. 





Law’s most useful move is his Triple Head Kick. If the first hit is unblocked and in close, the 
remaining two hits will connect for generous damage. The Triple Head Kick is great for coun- 
tering an opponent's missed kicks and is a “must-learn” counter for any serious Law Auer 


Law’ ability to quickly vary a Standing Jab and a Shaolin Spin Kick make it easy to catch pan 
opponent while they are trying to attack. After a jab, your opponent will usually try to counter 
with an attack. By surprising them with a Shaolin Spin Kick, you can kick your opponent out c 
their attack and pop them into the air—eaving them susceptible to a crushifig counter-combo. 


Another great surprise move of Law’s is his Catapult Kick. As you ОТ your орропеве у 
usually attemipt to move in. The Catapult will knock them into the air, and you will have 
























„serious assassin, Nina was sent to 
ПИ UM IN 
«sentions are not clear. Nina is 
f the most balanced characters 
= вате. МИН) рег еуеп сот- 
» of speed and devastating 
=. she poses quite a tbreat to 
oponent. Her arm breaks, 
И 
Гану тар талтайег ор 





GHT: 








EIGHT: 

зор ТУРЕ: 

WORITE THING: 

вву: TRAVELING 

REER: ASSASSIN Po 
HTING STYLE: KoPPo TECHNIQUES AND AIKIDO Ge 












JAB/ROUNDHOUSE 

















— 








FORWARD FLIP KICK 





RE ана 
AZA ii 
ANBA an 


u in 





THROWS AND GRABS 





Back Hand Slap Continuations: нн Arm.Break Continuations: 


FALLING ARM , DouBLE ARM 
BREAK BREAK 





ARM SNAP © ARM BREAK | 


















RP >>) 7 LK 





RP, LP F^ RK 





Р,1Р, ВКФ ВР 


R 


ПА" 


P, LP 2^ RK, 


R 















TI 


xo-Hir COMBO 





31 LP, RP, LP, RP, P, LK, P, LK, RP, LP, RP, RK 





The first 4 hits of Nina’s 10-String are extremely useful for knocking down an. 
. ` opponent's healib. This is a great advantage becanse, if the first bit connects, the 
, I remaining 3 are unblockable. Most of the other 10-Strings start off similarly, but 
= Nina’s is one of the few that starts off so quickly. 








Nina's arm breaks are her greatest asset. Usually, you need to trick your opponent in order tc 
grab them. To do this, quickly step back while your opponent is close to you, and then per- 
form the Back Hand Slap. Once you connect with the Back Hand Slap, do the Double Arm 
Break because it inflicts the most damage. Don’t, however, rely on your arm breaks too much 
or your opponent wil wise up tO your plans。and begin to crouch and counter. 


To knock down a close opponent, quickly tap T" and press LK. This allows you.to Perform 
Nina's Forward Flip Kick for extra damage to the downed opponent. This dan be used to sto 
a charging opponent almost’every time. з 


An excellentîWay tO knock down your opponent is to throw. in a few random low attacks, an 
«then surprise them with the Blonde Bomb. If yoür opponent is still blocking low, the Will be 
smashed with a powerful hit that will send then recling. Then, you can choose to roll them 
with a Forward T Kick, ground hit, or both! 








| 























NN di 
T PES - 
に 
Ж 


3377 





“Үз 
М 
№ 





N 
М 





























JA 


ek isa killing robot devel- 
ved by the former Soviet 

won’ military. This high- 
«ch, android bruiser has 
wwe of the most damage- 
SRA 
SAS TAS 
ck can be dangerous when bis tech- 
»sues are used skillfully. Jack isn't 
esually played by the better Tekken play- 
ss, but he possesses all the makings of 
»x excellent character. Practice with Jack 
s reward you with quick aud smash- 
сте 





VITAL STATS 


AGE: 3 
HEIGHT: : 
Я 

В:000 TYPE: 
FAVORITE THING: 
Новву: 9 { 

CAREER: SCRAP METAL FACTORY WORKER 
FIGHTING STYLE: SHEER FORCE 














AAA 











E 








m ғ 
Vi , DAMAGE 
Rise, EP + RP; +RP 12% 24% 
* [а 
Ка 
—— 
% `» # 
















UPPERCUT COMBO 


me, 7 м. 
xe 




















Сомвов | 


5s RP ») RP =>) =) [Р + БР ву У ШК + БК 











RP, Walk In, % LP, Walk In, % LP 4ı LP + RB: 


У 





3 ір, ВР ІР ІР ІК 














IO-HIT ComBo 


I 


| LRP, LP, P, LP, P, LP, RP, LP, RP, LP, LP + RP, LP + RP 





Jack's 10-Hit Combis nme орропеніз on the defensive. your 
MO ee Od eae NY RAN RA forcedto 
| block for tbe duration of the 10 bits. 





The extended range and speed of the Overhead Smash provides Jack with a way to strike his 
rival from an extended distance. In many cases, you can use this move to bash a fallen oppo- 
nent before they have a chance to get up. А = 


Since Jack's Windmill Punch is a powerful series of blows hat can knock his opponent to йе 
floor, it can leave them open for a crushing Body Press. By throwing in some random 
Crouching Attacks, Jack can often trick an opponent into taking the Windmill Puneh'in the 


eye. 
Because the Uppercut Combo is unblockable after the first hit connects, and — 
five blows,dt’s’great for punis| de a high-blocking opponent, In addition, it's tough to ti 
з with basic moves. This forces your opponent to counter with special moves: a they rif 
N i „theyre left wide open for a counterattack. 
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Outside the fighting arena, King is an 
upstanding young man who cares for 
orphans. But, inside the fighting ring, King 
is a mysterious masked wrestler, Probably 
the most powerful character in the game, 

a well-played King can defeat anyone. А 
King has a slew of pounding throws as ~ 
well as multiple stuns. In addition, some 

of King's basic arts can bit a downed 

opponent. 


VITAL STATS 


AGE: 30 > 
SC 一 
2 











HEIGHT: тдосм А 
WEIGHT: 85KG 2) 
BLoop TYPE: A 

FAVORITE THING: JAGUARS (THE FELINE VARIETY) 

HOBBY: FINDING HOMES FOR ORPHANS 

CAREER: UNKNOWN 


FIGHTING STYLE: PROFESSIONAL WRESTLING 














SPECIAL MOVES 


=) >) >) LK + RK 32% (Stuns) 
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| deadliest. 


A | ground. 


xo-HIT COMBO 


LP, RP, LP, LP, P, RP, RK, RK, P, RK, LP, LK 


King has one of the'most P 10-Hit Combos in the game. It's also 
hard to defend against, bard to counter, and downright deadly. The first, 4 bits are 
often used to simply push an opponent back. 


Throws are King’s most powerful asset. With certain throws inflicting 40%-52% damage, 
King is a killer in close combat. A great tactic is to step away and then lunge in with your 
choice of throw. If you can pull it off, use the Tombstone Pile Driver because it’s by far шд 


King's Forearm Bash is used to stun your opponent, leaving them open for a free hit. Follow 
up the Forearm Bash with a K's Flicker, then a'Frankensteiner, which will hit themron'the 


"s 


Because most of King's attacks hit high, it's good to know that the Stageer Kick, one не Pis fe» 
low attacks;íCan actually stun your opponent. Since this moye can hit up to 5 times when 
= id as'well'as stunning your P unn = a throw to the end can inflict major 























shimitsu is one of the most under- 
sed characters of the game. He's 
-en ignored because of bis seem- 
aly slow moves. With his long- 
ge attacks, Yoshimitsu can 

ep an attacker at bay and 
intain control of any bout. In * 


7 е 
ey case, this stealthy Samurai 


змій пої Бе огегіоокед. 
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YOSHIMIT 


VITAL STATS 
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АСЕ: UNKNOWN 

HEIGHT:. 187cm OH 
LA? 

WEIGHT: 63KG 

BLooD TYPE: o 

FAVORITE THING: VIDEO GAMES 

Новву: WATCHING SUMO WRESTLING 

CAREER: LEADER OF THE MANJI GROUP Vi 


FIGHTING STYLE: MANJI-STYLE JUJITSU 
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xo-Hir COMBO 





~The final part of Yoshimitsu's-10-Hit Combo combines one of the most damaging 
moves in the game. The Sword Poke finish is daitaging and exciting to watch as 
well. You can also use the first 4 hits to protect yourself from quickly p rA 


ADVANCED FIGHTING 
TECHNIQUES 


By constantly throwing uppercuts at your opponents, they will have almost no choice but to 
stand and block. A crouching opponent will be knocked high into the air, allowing you to 
unleash huge air juggle combos, which will usually leave your opponent lifeless. One of the 
most useful is the simple yet elegant 4-hit &y RP EP О LP chain attack. т 


Yoshimitsu's second strength is that he has tWo unblockable attacks. The Death Slash can be 
used at almost anytime to take off’a quick portion of health from any opponent.The’Sword 
Poke takes longer to charge but'can often kill an opponent with one hit. A good way to utilize 
this strength is to knock your opponent down, and then begin the motion for kwa Aa 
Usually, an opponent will stad right up into cold steel. ы. 






Yoshimitsu has.one of the most deceiving movesiin the game. The Zig Zag Can sometimes! 
„even the computer. When you are at a distance from your opponent, quickly press LK; RI 3 
The first kick wilkmiss your opponent, leading them into a false sense'of safety. Then, out of 
nowhere, the =p hit wil smash them to the ground. 
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Michelle Chang seeks revenge against 
Heihachi for the death of her father at 
the hands of Heihachi’s men. Michelle is 
another good character for the beginning 
player. Although the bulk of her moves 
are not very damaging, they are easy to 
pull off. This allows a new player to 
work on fighting strategy while chipping 
away at your opponents health. 
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VITAL: STATS 


AGE: 18 

HEIGHT: тбзсм 

WEIGHT: 53KG 

BLoop TYPE: B 

FAVORITE THING: BUFFALO 

Новву: HUNTING po 

CAREER: NONE 2 
"#22 


FIGHTING STYLE: CHINESE FIGHTING ARTS 
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THROWS AND GRABS 


























xo-Hir COMBO 








stepping stone to mastering the 10-Strings for the more difficult characters. + 
| Although it's simple, it's also one of the easiest to.break out of—so use it wisely. 





ADVANCED FIGHTING 
STRATEGIES 


The Skyscraper Kick can be used in a variety of ways. First, it can surprise an advancing 
attacker. Simply wait in a crouching position, and when the attacker gets near, execute the 
Skyscraper Kick to send them flying. It can also smack a downed opponent as they attempt 
get up. + E g 


The Heavy Uppercut is by far Michelle’s most powerful move. Not only does it do 40% dam 
age, it also has the potential for amazing combos. Perform this move as soon as.amoppones: 
hits the ground after a knock down, and the odds are good that they will take RS 





Stun your opponent withthe Twin Arrow and you are set to add on. a ilifow. You can'also,use 
this move to!khock“a crouching opponent off their feet. Then, runin and deliver-a Foot Stomp 

$ for extra'damage. | p 
sa И | 
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LEE 


like Law, Lee doesn’t inflict a great deal 

# damage. His combos are relatively 

easy to learn as are most of his special 

arts. Lee combines the special arts of 

“аш and Paul. This combination ` 
makes for an interesting mix—but A 
saves much to be desired. Lee's 

“zeest strength is his Infinity 

licks because it's almost impossi- 

le to escape once it starts. Lee 

s the sub-boss of Kazuya. 








¦ SPECIAL MOVES 






LEFT RIGHT COMBO 


LUNGING SIDE KICK 
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DRAGON Low Kick 








CRESCENT KICK 














CHARGE POWER PUNCH 
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IO-HIT ComBo 





performing the first 3-6 hits, they'll have to think twice before attempting to » 


; attack you. This often leads to a surprise throw. 









* ADVANCED FIGHTING 
STRATEGIES 


Lee's greatest asset is his Infinity Kick. It's nearly impossible for your opponent to stop you 
once it starts. And since it's easy to do, you can use it almost any time. 


Lee's ability to vary a Standing Jab and a Shaolin Spin Kick make it easy to catch an opponcs 
while they're trying to attack. After a jab, your opponent will usually try to counter with an 
attack. By surprising them with a Shaolin Spin Kick, you can kick your opponent out of their 
attack and pop them into the air—leaving ther susceptible to a crushing counter-combo. 


Another great surprise move of Lee's is his Catapult Kick. As you crouch, your ópponent ws 
usually attempt to move in. The Catapult Kick will knock them into the ан, апа уои Нас 
the chancetö inflict major damage. 


Lees Forward Jump Kick is helpful when you find yourself away from your opponent. Nor 
“only do they bring you closer to your enemy, but they can also set up a massive damage 
Jaggle'Gombo. TEpnly the second hit connects,your opponent will be popped into the air a= 
be ready to receive a smashing Rave War Combo follow-up. Don't add on the third kick if 
second one connekts. If your opponent blocks both of the first hits, you'can simply add on# 
third and place it high/medium/ to confuse them further. 
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BEAR HAMMER 


LP, LP, LP 


BATTER Up 


Rise, LP + RP + 
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WINDMILL PUNCH ў 
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A.» LP, RP, LP 
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UPPERCUT COMBO 


ZLE, LP, LP, RP, LP 
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RP, >) RP, >} >) LP + RP, >) >), 7 LK + RK 


10-Hit COMBO 





(1! .LRP, LP, P, LP, P, LP, RP, LP, RP, LP, LP + RP, LP + RP 





Китаз 10- -Siring is ferfect for — opponents, on the defensive. If your oppo- 


, nent doesn’t find the one chance to break the 10- -String, they'll have to block for 
Р E 





\ The extended range and speed of the Overhead Smash provides Kuma with a method for 
striking his rival from an extended distance. In many cases, you can use this move to bash a 
fallen opponent before they have a chance to get up. 


Because Kuma’s Windmill Punch sends a powerful series of blows that can knock his opponc- 
to the floor, it can also leave them open for 4 crushing Body Press. By throwing in some ran- 
dom crouching attacks, Kuma can‘often trick an opponent into taking the Windmill" "Punch = 
the eye. 


e Y 


Because the Uppercut Combo is unblockable after the first hit connects; ind delivers 5'blaws. 
it$ grcat for'pünishing a high blocking opponent. In addition, it’s extremely hard-to counter 

# with basi moves. This forces your opponent to ‘counter with special moves. If they miss, 
they're left wide open for a counterattack.- 

















WANG 


Wang plays just as Michelle does and is therefore one 
af the easiest bosses to use. Although the bulk of 

vis moves are not very damaging, they are 
easy to pull off. This allows a new player 
to work on fighting strategy while chip- 
ning away at his opponent’s health. He 
as he moves of Michelle plus Nina's 
Blonde Bomb and Paul's Power Punch. 
Wang is the sub-boss of Law. 
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Rise, RP, LP, LP 了 Ar RK 








10-Hit CoMBo 


RP, LP, LP, P, RP, LK, LK, LK, P, RK, RK, LP 
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Wang has the same 10-Hit Combo-as Michelle and is therefore a great stepping 
stone to mastering the 10-Strings for the more difficult characters. Although it’s 
3 simple, ¡Ps also one of the easiest to break out of—so use it wisely. 





The Skyscraper Kick can be used in a variety of ways. First, it can surprise an advancing 
attacker. Simply wait in a crouching position, and when the attacker gets near, execute the 
Skyscraper Kick to send them flying. You can also use it to smack a downed opponent as they 
attempt to get up. аа r 


The Heavy Power Punch is by far Wang’s niést powerful move. Not only does it do 40% 

d 3 damage, it also has the potential for amazing combo finishes. Perform this move as'sóon as 
1 * youknock your opponent into.the ais and they are sure to feel the wrath оРа devastating e=- 
w 





jammie. ФЕ | ` 


An excellent Way to knock down your opponent is to throw, in a few random low ав, an 
RS Puncli. If your opponent is still blocking low; they 
3 £ , willbe smashed with a powerful hit that will serîd thêm reeling: 


The Medium Power Punch is great for hitting downed opponents. If you’re fast enough, you 
S N N can usually hit a downed opporiént multiple times before they have a chance to get away. Tis 
> ў is a very deceiving move because it hits high when it looks as if you should block it low. 
EN | x: 
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ANNA 


Anna is one of the best sub-boss characters in the 
game. With ber even combination of speed and dev- 
astating moves, she poses quite a threat to any 
opponent. Her Arm Breaks, when used correctly, can 
turn the tides of any match in a matter of seconds, 
Anna uses the combined moves of Law and Nina. 
Anna is the sub-boss of Nina. 





























LEFT-RIGHT COMBO 




















Backhand Slap Continuations:— 


0 ARM SNAP ， ARM BREAK | 








COMBOS | 
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xo-Hir CoMBO 





The first 4 hits of Anna’s 10-String are extremely useful for taking off health 
quickly. This is a gred advantage because,ifthesfirst hit scores, the remaining 
: 3 are unblockable. Most of the other characters’ 10-Strings start off similarly, 

) but Anna’s is one of the — that starts 7 so фы 2 





ADVANCED EIGHTING. 
STRATEGIES 


Anna’s Arm Breaks are her greatest asset. Usually, you must trick your opponent in order to grab them. This 
accomplished by quickly stepping back while your opponent is close to you, and then performing the Backhzs 
Slap. Once you connect with the Backhand Slap, go for the Double Arm Break because it inflicts the most dae 
age. Don't, however, rely on your Arm Breaks too much or your opponent will wise up to your plans and bess 
to crouch and counter 


To knock down a close opponent, quickly tap up and press LK. This allows you to perform her Forward Fi: 
Kick for extra damage to the downed opponent. This can be used to stop a charging opponent almost every 
time. 

An excellent way to knock down your opponent is to throw in a few random low attacks and then а 
with the BlondeBomb:'Hf your opponent is still blocking low, they'll get smashed with a powerful hit that wal 


„ send themseeling. Then, you can choose to roll them with a Forward Flip Kick, ground -hit—or both! 


In addition to Nina’s and Law' special arts, Anna's Slap'Combo is great for stopping advancing opponents. * 
you connect with thefirst hit, the remaining 2 will strike and knock over your opponent. Then, just add a 
Forward Flip Kick tà hit them on.the ground. < 







Another great surprise move is Anna's Catapult Kick. As you crouch, your opponent will usually гаа 
move in. The Catapult Kick will бо 1 into the air, and you will have the chance to inflict major damas 
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some of the most damage- 

сни moves in the 

е, P. Jack combines the 
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P. Jack's 10-String is perfect for keeping.opponents on the defensive. If your oppo- 
nent doesn’t find the one chance to break the 10-String, they'll bave to block for 
іре дитайоп of the 10 hits 





—_ — 
STRATEGIES 


The most useful move in P. Jack’s arsenal is his Power Hammer. It has excellent range and 
great potential for combos. When used correctly, it can smash oncoming opponents and make 
them keep their distance. As you see your opponent advancing, quickly use the Power 
Hammer Variation to push them away. This leaves your adversary with only two choices: 
block and be pushed back, or, lose 36% health. 


The extended range and speed of the Overhead Smash provides P. Jack with a way to strike fe 





rival from an extended distance. In many cases, you can use this move to bash a fallen oppo- 
nent before they have a chance to get up. 


Because P. Jack's Windmill Punch is a powerful series of blows that can a his opponént® 
the floor, if can also leave them open for a crushing Body Press. By throwing in some,randem 
crouching attacks, P. Jack can often trick an opponent into taking the Windmill Punch in the 
eye: 

Because the Uppercut Combo is unblockable after the first hit connects, and delivers five 
blows, it is great for punishing a high-blocking opponent. In addition, it’s extremely hard to 
counter with basic moves. This forces your opponent to counter with special moves. If they 
miss, they are left wide open fora co 
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COMBOS| 


) »? RP, Walk In, LP >) => ВР =» ву, P, RP 














кылышы P, RK, LP, LK 











Like ту Armor or gp has one mem “the-most impressive- went 10-Strings in the 
НИ bard to defend against, bard to counter, and downrigbt deadly. The first 
ЖЕЛІГІ ピー used to simply de an mar back. 





Throws are King’s most powerful asset. With certain throws inflicting 40% to 52% damage, 
King is a killer in close combat. A great tactic is to step away and then lunge in with your 
choice of throw. Stick to the Piledriver and Jumping Piledriver since they are by far the dead- 
liest. 


Armor King’s Forearem Bash can stun your opponent, leaving them open for a free hit. Follow 
up the Forearem Bash with a K's Flicker, then a Frankensteiner, which will hit them on the 
ground. 





Since most of Armor King’s attacks hit high, it’s good to know that the Stagger Kick is alow 
attack that.can actually stun your opponent. Since this move can hit up to five times when 
countering, as well as stunning your opponent, adding a throw to the end can inflict major 
damage. 


ие 


With Armor King, you can almost always keep your opponent at bay with the Crouching 
Uppercut. If you stay out of their range of attack and quickly execute the Crouching Uppercut 
when you see them advance, you'll pop them up into the air (unless they are quick to block). 
This sets them up for a giant їн + > they land, you can hit them with a quick 
Frankensteiner. 
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OPEN PALM COMBO 


SUMO STOMP 
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JAB/ELBOW SMASH 











SuMo HAMMER 

















WINDMILL PUNCH 
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©) Unfortunately, Ganryu has no 10-Hit Combo. 
— 4 Because Ganryu's Windmill Punch is a powerful series of blows that can knock his opponent to 
the floor, it can also leave them open for a crushing Sumo Squash. By throwing in some ran- 


dom crouching attacks, Ganryu can often trick an opponent into taking a Windmill Punch in 
the eye. 


| 
^ The extended range and speed of the Overhead Smash provides Ganryu with a way to strike his 
opponent from a distance. In many cases, you can use this move to bash a fallen opponent 
ЕП before they have a chance to get up. - - 
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Because the Uppercut Combo is unblockable after the first hit connects, and it delivers five 

” “blows, its great-for punishing a high-blocking opponent. In’addition, it's extremely hard to 
counter with basic Mass THiS! ent to-counter with special moves. If they 
miss, they’re left wide open for a counter-attack. ARN. 


5 Ganryu's Double Step-In Palm is an excellent Juggle-Combo. It's also good for hitting a fallen 
. opponent. Б 
— - 
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7-Hır COMBO 





Kunimitsu shares a bm of Yoshimitsu’s 10=hittcombo. You can also use the 
first 4 bits to protect yourself from advancing adversaries. , 





x ADVANCED FIGHTING 


TECHNIQUES 


Like Yoshimitsu, Kunimitsu has one of the most deceiving moves in the game. The Zig Zag 
can sometimes fool even the computer. When you’re at a distance from your opponent, quickly 
press LK, RK. The first kick comes out and misses your opponent, leading them to believe" 
they're safe. Then, out of nowhere, the second hit sthashés-them to the ground. т 


If you constantly throw uppercuts at your ofponents, they have almost no choice but to stand 
and block. A crouching opponent is knocked high into the air, allowing you.to unleash long 4 


air juggle-combos, which usually leave your opponent lifeless. One of the nióst useful combos 
is the simple yet clegant fouehit chain attack: RP LP =} =} RK LK + II 
> B mm 
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PERPE аа 
best character in the game. His 
special arts inflict massive 

damage, and his combos で 
can kill you in less than 5 

seconds, He combines all of 
Kazuya’s moves with a few of 

Paul's to create an arsenal of spe- 
cial arts that is incomparable. If 
you want to win, play Heibachi. 
Heihachi is everyone’s final boss 
except bis own. 
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The most useful move in Heihachi's arsenal is his Double Uppercut. This move is excellent because, when it 
connects, it pops your opponent into the air and gives you the chance to inflict major damage with a huge 
= Juggle-Combo. When playing against someone who always attacks, simply back away. Then, when you sense 
У an attack coming on, use the Double Uppercut to counter. © р e 





БАСЫ ・ = 
Aİ By'using only the first part of Heihachi's Р і Demon, You can keep your opponent bn cx will ~ 


4 give you a chance to throw. Always be looking for chances to catch your opponent with a'quick Pile-Driverör 
| N Y Neck Breaker. Ў, = y $ 
ч With Heihachi, you can almost always keep your opponent at bay with the Rising Uppercut. 4 ol 


3*3 their range of attack and quickly execute the Rišing Uppercut when you see thenyad¥ance, youll pûj 
M into the air (unless they-are quick fo block). Then, you're set up for a giant Juggle-Combo. 一 


N а " > ge > Д 
- " ExTRA HEIHACHI IMtovEs | дес? 
| } ш а 







POWER PUNCH 


nisu ne” __ 





s 





Pe 














CONTINUING IN GALAGA 
If you want to spend a little time playing some Galaga, there’s a simple way to continue playing before the CD loads 
Tekken: 


As long as you score a “Perfect” on each stage of Galaga, you progress to more stages—up to 8. 


However, if you don't score a “Perfect,” you can restart the failed stage by pressing the Select button while viewing 
your hit percentage immediately after the stage ends. 


CATT TING УО Е т а 
The Double Ships can be achieved in two ways: 


First, you must score a “Perfect” on Stage 1 in under 18.5 seconds. This is very difficult, but really needs to be mas- 
tered if you want a shot at defeating all 8 stages perfectly. 


Second, you can use a code to get the Double Ships from the very start. As the CD is loading—while the SCE and 
PlayStation logos are on-screen—press and hold all of the following on the second player’s controller: UR, L1, X, A. 
You can release these buttons once Galaga has started and you see the Double Ships. 


PLAYING AS DEVIL KAZUYA 


‘The mysterious 18th character in the game is Devil Kazuya. Nobody knows where he came from. Nobody knows his 
purpose. He is evil incarnate! 


In order to play as Devil Kazuya, it’s going to take more than a sim- 
ple code. The only way to access this evil character is by defeating 
Galaga with perfect scores on all 8 stages. There are also a couple 
extra rules you have to play by: 


First, You may not use the “code” method for obtaining the 
Double Ships. If you need the Double Ships to beat all 8 stages, 
you'll just have to get them the hard way. 


Second, you are limited to only one—you heard right—one 
Continue. 





Once you pull off this spectacular feat, you'll need to know exactly how to choose Devil Kazuya. If you've fulfilled the 
requirements in. Galaga, simply start the Arcade mode, highlight Kazuya, and select him by pressing the Start button. 
He can't be chosen'in.2 Player VS mode. Only one human player can choose him at a time, so you and a friend can't 
play Devil Kazuya versus Devil Kazuya. 


GALAGA STAGES 


The following illustrations show the flight patterns for the enemy ships for each stage of Galaga. With these, 
and a little practice, you should be playing as Devil Kazuya in no time. 





STAGE FIVE 
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Put the Power of Rayden 
and Shao Kahn in 
Your Hands! 


With the Limited Edition, Red Border 
Mortal Kombat® 








Character 
Jands O' 
PCIE Т: 
pvil mutant foka leads Kahe Phe 
EL as Gene! 
the 
КК ED 


Rayden, Shao Kahn, Johnny Cage, Jax, Baraka and Mileena and all 20 Kombatants 
from both Mortal Kombat? and Mortal Kombat II? are included in this fast-paced, 
challenging fighting card game. Choose to play as your favorite character, and then 
deplete your opponent's energy points using basic and special attack, defense, 
special effect, and combo cards for the ultimate in hand-to-hand kombat. 
3€- Illustrations by well-known comic industry artists, Neal Adams, 
Joel Adams and Anthony Gleeson 
ж Includes Common, Uncommon and Rare Cards 
e 300 card set includes rare boss and hidden character cards 


Coming in January, 1996 to a hobby or software store near you! 


51992 Mortal Kombat? is a trademark of Midway® Manufacturing Company. 
All rights reserved. 
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PREDICT THE ULTIMATE AERIAL 
WHERE OVER THE MIDDLE EAST. 
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TWEEN 32-BIT SYSTEMS, 
GAINED AN UNFAIR ADVANTAGE. 
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PC GAME ROOM 

© game shareware 

downloadable screen shots from the month's hottest games 
* sample chapters of all the PC game guides 

+ game release lists updated weekly 


VIDEO GAME ROOM 

e downloadable screen shots from the month's hottest games 

© sample chapters of popular video game strategy guides 

• дате release lists updated monthly 

e new gaming tip featured daily, provided by Brady's 
gaming staff experts 


JUNK TRUNK 

* information on how to become a BradyGAMES author 

© survey with chance fo win strategy guides from BradyGAMES 
© promotional updates 

© ongoing contests 

BRADY BUNCH ROOM 

© meet the “cast” of BradyGAMES through pictures and profiles 


SECRET ROOM 
© get the most secret tips and exclusive news on gaming 


http://www.mcp.com/brady 


Copyright © 1995, Marmiton Compater Poblkhing-USA, A Simon & Schuster Company 


















OFFICIAL 


TEKKEN 
FIGHTER'S GUIDE 


шш All 17 Characters— 
Including the Bosses 


Ш АП the Special Moves, 
Throws, and their Damage 


Em Ali the Combos and Chain 
Attacks 


zu Ali the Secrets— 
Including Access to the 
Mysterious 18th 
Character 





Official TEKKEN" Fighter’s Guide 
Copyright ©1995 Brady Publishing. All 
Rights Reserved, including the right of 
reproduction in whole or in part in any 
form. TEKKEN™ is a trademark of Namco 
Ltd. ©1994 1995 Namco Ltd. All Rights 
Reserved. PlayStation and the PlayStation 
logos are trademarks of Sony Computer 
Entertainment Inc. 


$9.99 USA / $12.99 CAN 
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